Cyber Fairy 

Designed as a project to test the size limits of a cyberbrain, the cyber fairy is a highly experimental 
morph that sells quite well on its whimsical appearance. The default cyber-fairy is extremely small, 
perhaps half a meter in height, with massive butterfly-like wings in jeweled colors sprouting from its 
back, more than large enough to let the morph fly in almost any gravity. With a sleek, lightweight shell 
and its brightly colored wings, it’s quite popular with many who want to relive their inner child. 

30 pts, Expensive (20,000) 

Type: Synthmorph 

Morph Size: Small 

Durability: 30 

Aptitude Maximum: 30 (25 SOM) 

Mobility Systems: Hopper, Walker, Winged 

Enhancements: Access Jacks, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Holographic Projector, 
Mnemonic Augmentation, Puppet Sock 

Aptitude bonuses: +5 Sav, +5 to two other Aptitudes of choice, +10 Flight 

Armor: 2/2 


Cyberninja (Synthmorph) 

Originally developed by an unknown hypercorp, the cyberninja has stealthily spread throughout the 
system as a worryingly efficient stealth synth for the rich and/or paranoid. Common models are simple, 
faceless, and humanoid, looking like slightly sleeker synth models. While the model listed here is the 
most common, exotic shapeshifter versions and ones that push the limits of a morph's speed have also 
been reported. 

45 CP (Min 60,000 credits) 

Size: Medium 

Maximum Aptitudes: 30 

Durability: 40 

Augmentations: Access Jacks, Basic Mesh Inserts, Chameleon Skin, Cyberbrain, Cortical Stack, 
Enhanced Sight, Grip Pads, Light Combat Armor, Mnemonic Augmentation, Puppet Sock, Radar 
Absorbent, Walker 

Morph Bonuses: +20 Infiltration, +5 COO, +5 SOM, +5 to aptitude of choice, Limber 1 

Synth Armor: 8/8 


Cyberwolf (Synth) 

The cyberwolf comes from a hypercorp effort to provide a mass-produced synthetic alternative to smart 
dogs. Used primarily in security and police applications, the cyberwolf morph is an increasingly common 
sight in the souks of Mars. Typically filled by indentures, they work with regular police as support units 
to track and bring down criminals, with some models being upgraded with articulated tool or weapon 
mounts for specialized roles. 


30 pts, Expensive 

Size: Medium 

Maximum Aptitudes: 30 

Durability: 30 

Wound Threshold: 6 

Augs: Access Jacks, Basic Mesh Inserts, Chemical Sniffer, Cortical Stack, Cyberbrain, Enhanced 
Hearing, Enhanced Scent, Extra Legs, Mnemonic Augmentation, Puppet Sock, Walker (Quadrupedal) 
Morph Traits: Social Stigma (Clanking Masses), Lacks Manipulators 

Morph Bonuses: Freerunning +10, +5 SOM, +5 to one other aptitude of choice 

Armor: 6/6 

Natural Weapons: Bite (-1 AP, 1d10 DV) 


Morlock 

The Morlock started as a joke by a scum genehacker by the name of Simao Gaspar. In an attempt to 
make a statement about what he saw as the superficiality and general uselessness of the glitterati and 
hyperelite cultures, Gaspar created the Morlock to be hideous, crude, but bluntly functional, a standing 
statement against the ‘eloi’ gliteratti, complete with a hidden threat in the comparison. To Gaspar’s mild 
astonishment, the Morlock became popular among scum, anarchists, and even some mercurials, and 
open-source geneprints of the morph are available across the entire Solar System. 

Morlocks are short, ugly creatures, standing perhaps 1.5 meters tall. They are stockily built, with 
hunched-forward shoulders, massive, visible muscles, and ape-like arms that reach well past their 
knees. They have a notably sloped brow, stringy black or gray hair, and a massive underbite full of 
jagged teeth and tusks. Their eyes are yellow with black, red or brown pupils, and their skin ranges 
from ash gray to a dull, faded bronze. Males grow tusks, but this is the only outward divide between 
genders. 

40 pts, Expensive (20,000) 

Size: Medium 

Durability: 40 

Aptitude Maximum: 30 

Traits: Non-Human Biochemistry, Rapid Healer, Unattractive 2 

Augmentations: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Digestive Symbiotes, 
Echolocation, Enhanced Respiration, Enhanced Scent, Claws, Prehensile Feet, Temperature Tolerance 
Morph Bonuses: +10 SOM, +5 INT, +5 to two other Aptitudes of choice 


‘Vampire’ morph 

Designed for neo-goths, hardcore LARPers, and a certain kind of romantic, the Vampire morph is 
designed to replicate, as cheaply as possible, the experience of being the pop culture version of a 
vampire. The morphs are designed to be a mix of beautiful and unsettling, with liquid movement, 


china-pale skin, red eyes, and dark hair. While the designers were unable to fully eliminate breathing, its 
external signs are repressed, and in an oxygenated environment, the vampire can go for days without a 
visible breath. Rumors of ‘vampire only’ habs featuring as many as thirteen specialized subtypes have 
been roundly laughed out of mesh forums across the system. 

35 CP, Expensive (20,000) 

Size: Medium 

Durability: 50 

Aptitude Maximum: 35 

Traits: Mild Allergy (Garlic), Striking Looks 1, Uncanny Valley 

Augmentations: Basic Biomods, Basic Mesh Inserts, Circadian Regulation, Claws, Clean Metabolism, 
Cortical Stack, Enhanced Scent, Enhanced Sight, Enhanced Hearing, Enhanced Respiration, Grip Pads, 
Light Bioweave Armor, Oxygen Reserve, Vacuum Sealing 

+5 Ref, +5 Som, +5 to Aptitude of choice 


Voidwalker (Synthmorph) 

30 CP cost, Expensive 

A project by scum and anarchist roboticists to create a socially acceptable synthmorph alternative to the 
Bouncer, the Voidwalker is a simple but elegant design. Sleek, smooth, minimalist, and decorated in 
metallic tones with glowing highlights, it has a certain retro-futuristic appeal, but with its holoprojectors 
and chameleon skin, its actual design is easy for the end user to customize for himself. 

Size: Medium 

Mobility Systems: Thrust Vector, Walker 

Maximum Aptitudes: 30 

Durability: 30 

Augmentations: Access Jacks, Chameleon Skin, Cyberbrain, Electric Sense, Hologram Projector, 
Magnetic System, Mnemonic Augmentation, Prehensile Feet, Puppet Sock, Radar, Thrust Vector, 
Walker 

Morph Traits: Limber 1 

Armor: 8/8 

Morph Bonuses: +10 Freefall, +5 Ref, +5 to an aptitude of choice 


Plot Hooks and Story Seeds: 


Simao Gaspar wants to create a new morph based on alien DNA as part of an exhibit to show the 
masses just how odd, exotic, or hideous even transhuman-friendly aliens could be. He needs the player 
characters to retrieve genetic samples for his use. 


The Cyberninja is a morph that is often considered a pernicious rumor at best. Anarchist interests want 
blueprints or even a functional morph to expose hypercorp ‘super soldier’ projects to the masses and 
turn them against the Planetary Consortium. But how do you track down something nearly invisible? 


An anarchist roboticist collective called Gearbox needs help designing the next synth meant to act as a 
cheaper alternative to high-end or midrange biomorphs. This could include programming, finding exotic 
feedstock for prototypes, or even test driving the prototypes for the collective. 


